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Abstract—This paper explains the role of Virtual Reality 
in ensuring inclusive and equitable quality education and 
importance of ‘immersive technology’ to the teacher, the 
student and also how it aids inclusive teaching and 
learning. Virtual Reality (VR) sometimes called Virtual 
Environments (VE) is a new tool in education which helps 
students see and experience the outside world while in 
their class rooms. With the developments in web, mobile 
and Virtual Reality technologies as well as mass adoption 
of smart and mobile devices by the society, significant 
opportunities have emerged for e-learning applications. 
While helping them grasp what is being taught they also 
have the pleasure of being in two worlds or places at the 
same time. Apart from being an interesting educational 
experience, it also saves the educational institution the 
logistics involved of embarking on an excursion. While 
what is read in a textbook can be easily forgotten, the same 
cannot be said for Virtual Reality – it’s hard to forget 
what is experienced in the virtual world. While a picture is 
worth a thousand words, in the virtual world you will not 
only be seeing and hearing, but will also be ‘feeling’ as if 
you are actually present there. Such an experience can be 
hard to forget. Many teachers understand how effective 
Virtual Reality as an educational tool can be, and are 
supporting its increased use from elementary schools thru 
institutions of higher learning. 
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I. INTRODUCTION 
Over the years, technological evolvement has been with 
tremendous speed. This is the case in all walks of life and 
education is not an exception. Education has since moved 
from white chalks with black boards from markers to 
magnetic white boards. In the developed world, the future of 
education has fast transformed into smarter and disruptive 
technologies like Virtual Reality / Augmented Reality and 
Nigeria should not be an exception. 
 
Millennials are born with a lot more brain than the baby 
boomers and as such they expect information / education to be 
delivered to them in a format that they are in tune with.  
Millennials are the technology generation and it’s a no brainer 
for Nigeria to tap into this via Virtual Reality in the 
educational sector. 
Educating the next generation of Nigerians should be an 
immersive process using Virtual Reality because our young 
ones are mostly technology literate and also easily understand 
technology than the baby boomers before them.  Virtual 
Reality in our education system would go a long in speeding 
up the technological development of Nigeria. 
We are in the 4th Industrial Revolution. The 4th Industrial 
Revolution relies mainly on Knowledge economy and Virtual 
Reality is going to be playing a major part because it would 
aid the education of the youth who will eventually become 
knowledge workers. 
 
What VR is; What VR is not 
 
At the beginning of 1990s the development in the field of 
Virtual Reality became much more stormy and the term 
Virtual Reality itself became extremely popular. We can hear 
about Virtual Reality nearly in all sort of media, people use 
this term very often and they misuse it in many cases too. The 
reason is that this new, promising and fascinating technology 
captures greater interest of people than e.g., computer 
graphics. The consequence of this state is that nowadays the 
border between 3D computer graphics and Virtual Reality 
becomes fuzzy. Therefore in the following sections some 
definitions of Virtual Reality and its basic principles are 
presented. 
 
Applications of VR 
 
Motivation to use VR 
 
Undoubtedly VR has attracted a lot of interest of people in last 
few years. Being a new paradigm of user interface it offers 
great benefits in many application areas. It provides an easy, 
powerful, intuitive way of human-computer interaction. The 
user can watch and manipulate the simulated environment in 
the same way we act in the real world, without any need to 
learn how the complicated (and often clumsy) user interface 
works.  
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Examples of VR Application 
 
Data and Architectural Visualization 
 
   
 
                                                                                   
Figure 3.2.1.1 VR in architecture: (a) Ephesos ruins (TU 
Vienna), (b) reconstruction of destroyed 
Frauenkirche in Dresden (IBM). 
 
 
  
 
 
Figure 3.2.1.2. Exploration of airflow using Virtual Wind 
Tunnel developed at NASA Ames: 
(a) Outside view, (b) inside view (from [Brys93f]). 
 
 
 
Figure 3.2.1.3. VR in chemistry: exploration of molecules. 
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E.  Modeling, Designing and Planning 
 
  
 
Figure 3.2.2.1. FhG Virtual Design (FhG IGD). 
 
. 
 
F. VR In Medicine -Telepresence and Teleoperation 
Figure 3.2.3.1  
The idea of teleoperating (adapted from [Bola93]). 
  
 
 
 
 
Figure 3.2.3.2The advanced teleoperation system developed at 
NOSC. 
G. Training and Education 
 
 
 
 
 
Figure 3.2.3.3. Advanced flight simulator of Boeing 777: (a) 
outside view, (b) inside view (from [Atla95]).  
 
One can say that Virtual Reality established itself in many 
disciplines of human activities, as a medium that allows easier 
perception of data or natural phenomena appearance. 
Therefore the education purposes seem to be the most natural 
ones. The intuitive presentation of construction rules (virtual 
Lego-set), visiting a virtual museum, virtual painting studio or 
virtual music playing [Loef95, Schr95] are just a few 
examples of possible applications. And finally thanks to the 
enhanced user interface with broader input and output 
channels, VR allows people with disabilities to use computers 
[Trev94, Schr95]. 
 
II. VIRTUAL REALITY (VR) + VIRTUAL 
ENVIRONMENT (VE) IN THE CLASSROOM 
Virtual Reality and its environment are very useful in 
achieving the Sustainable Development Goal (SDG) 2 because 
they are great tools for inclusive and quality education. 
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Education cannot be comprehensive and excellent until a 
teacher, a lecturer or an instructor is able to impact the student 
with adequate knowledge that can be stored in the student’s 
mind for recollection and application as at when needed. It is 
therefore important, even as the race to meet up with the early 
attainment of SDG2, VR is a tool important because with it, 
we can achieve more in a short span if considered and 
leveraged upon. You will agree after going through this 
section of the paper, 
 
III. OBSERVATION 
 
The following are some of the observations made during the 
experiments; 
 
¾ The (education) session was immersive as all the 
students in both cases were interested and none left 
their class rooms until the end of the study. 
¾ There was an increase in their attention span. 
¾ The instructor had to explain almost nothing but just 
to buttress points raised by the students. 
¾ The rate of memory retention and recollection was 
swift. 
¾ The students were eager for the next class. 
¾ The only challenge faced was saying ‘okay students, 
class is over’. 
 
IV.  CONCLUSION 
 
Within the next decade, we can expect to see Virtual Reality 
greatly influencing every field in which it is used. One of the 
fields on which Virtual Reality will have a profound influence 
is education and training. The combination of Virtual Reality 
and the right Virtual Reality Company can indeed boost your 
business’s growth. 
With the help of a VR headset, users can receive education 
and training with the help of VR experiences which are 
extremely immersive. For example, VR can be used as a 
training tool by medical residents. It can be used to learn 
techniques and acquire skills in a safe learning environment 
with no risks. VR can turn out to be a very economical way of 
educating and training learners on a variety of subjects. VR 
can help learners to actually ‘be in’ different ecosystems, 
prehistoric jungles, sites of archaeological importance and lot 
more and not just read about them or see them on a flat screen. 
The common lament of ‘studying being boring’ will disappear 
when it comes to education and training using VR, as virtual 
training programmes can be very engaging and immersive. 
All I used as instructional materials then were White Chalks 
on Black Boards! At some point as my projects advances with 
years and also the health hazards associated with the afore 
mentioned, I had to make use of Markers and White Boards. 
The picture below shows how instructional materials have 
shifted in education. I now use the virtual reality headset to 
teach in the classrooms. This speeds up my social work as it 
provides the possibility of total completion of all topics 
commenced as I could take both practical and the theoretic 
part within one allocated period. 
Virtual reality also simplifies the convention of Problem 
Based Learning (PBL) .This is simply through looking as the 
case of the picture below. The topic for the day was aquatic 
animals. All that happened was just to write what is to be 
done-the headsets were distributed and they were asked to 
write what they saw, heard and felt. They were eager to do 
that because it was something they found all by themselves! 
V.  RECOMMENDATION 
With its many benefits, Virtual Reality will surely 
revolutionize all the fields it will be used in. It is simply a 
matter of time. You too, can use Virtual Reality for greater 
success in your business by hiring the services of a 
reputable Virtual Reality company. 
I hereby recommend this technology to be a major teaching 
aid in schools from the elementary to tertiary. Although VR 
kits are categorically expensive, hence, we at VRNigeria,-the 
first indigenous Virtual Reality company have made a product 
out of our several research to give you a whole lot of the 
immersive experience in a less expensive device 
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